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Steve’s Slot... 



I was thinking the other 
day (for a pleasant 
change!) and recalled the 
dark phrase from 
Warhammer 40,000 - ‘In 
the grim darkness of the far 
future there is only war.’ 
Now that’s a bit harsh if 
you ask me. I mean, who’s 
going to serve the beer at 
your local or prepare that 
thick glutinous grease for 
your kebab after a 
particularly raucous night 
out if they’re always 


scrapping? Does anyone 
have time to sit down and 
paint their miniatures? 
Nope, there’s only war. 
Does anyone go to the 
launderette or cook 
breakfast or wash their 
socks? Nope, just endless 
war, nothing but war - 
what a bummer man! 

Right, now we’ve 
contemplated the bleak 
and uncompromising 
future, let’s cheer ourselves 
up with the sheer pro¬ 
fusion of cracking stuff in 
this issue of the Journal. A 
mad bloke from Qz brings 
us rules and conversions 
for ’ooking-great super¬ 
heavy tanks in Warhammer 
40,000. We’ve literally 


spent days trawling the Net 
for some cool articles on 
terrain building and tactics. 
We’ve even fulfilled 
Warwick’s most heartfelt 
desire and sent him down 
to the Bovington Armoured 
Trials and Development 
Unit to let him drool at 
some real tanks on the 
proviso that he didn’t steal 
any! And, of course, there’s 
more from Imperial 
Armour, a whole lot more 
in fact, as we give you all 
the rules for not one but 
two of Tony C’s cool resin 
tank kits. No, please no 
applause, the praise, oh 
you’re too kind, stop it... 

Sreve 


• COMING NEXT ISSUE... 

• The Tower of Hazuk, a Warhammer Quest scenario that pits the Warriors against an ancient evil 
magic that has been left to slumber for far too long, but can they avoid the ingenius traps that lay 
within? 

• The lost kindred of the Wood Lives is re-drscovered amongst other things as the Svivan folk are 
toughened up for die Warhammer battlefield 

• Juvenile dehnquence is ail the rage in the Underhive as gangs of Brats vie for power and take on 
the best gangs that Necromunda has to offer 

• In a twisted parody of their fairer brethren, the Dark Eldar take to the Epic battlefield in search of 

• Untold numbers of impoverished street urchins flock to the call of the Adeptus Sorontas 
recruiters, the military w ing of the almighty Ecclestarchj, to join the Sisters of Battle Novice Squads 
in Warhammer 40 000 

• The Mork Mobile is the biggest, meanest, nastiest Ork machine the Gorkas and Morkas have ever 
encountered See if you can survive its onslaught in this monster Gorfcamorka scenario 

Available September Price £4.00 (UK) $7.99 (US) 

For updates on all Black Library releases check out http://www.biacklibrary.co.uk 
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'Cbe 'Cta&tng post 

Welcome to the Journal’s very own classifieds section, where you can 
advertise your old games, painted armies for sale and painting services for 
o issues and it's for FREE! 


Painting Service 
|(Wbtiaop) Fantasy and 
indents specialist All figures 
painted to a high standard 43 
per standard miniature 
(28mm), 42 for small minis, 46 
per character model 
; lei 01909 486936 or email 
| W£tyne(aoldfielchv 
| freesetve co uk 
£ Painting Service (Halifax) 
y offered for collectors, gamers 


t parties Minor 

y building undertaken 
request Please send an 

i, I Poplar View, 
jghteliffe, Halifax, West 
^Yorkshire, HX3 8XB 
Old Painted and unpainted 
miniatures. (Gloucester) The 
first models I bought are just 
clogging up my room, they are 
nearly all pamted and are for 
403C Prices vary E-mail me on 
<mtfy(Q!smiff30 fteeserve co uk 

For Sale! (Notts) Complete 
40K Squat Army Excellently 

Includes Warlord and 
•Warlord and Hearthguard in 


carapace armour 5 Warrior 
Squads Thunderer Squad 
Guild Bike Squad + 2 Trikes 
Rhino. Scratchbudt Iron-Eagle 
Battery of 3 Thudd Guns and 
Rapier Destroyer Over 60 
miniatures, 4 vehicles, 4 
support weapons 4200 + 


Warlord Boney Presents 
(Notts) A beautiful, fully 
painted Skaven army for 
Warhammer 2000 points, 
includes a Doomwheel, 
Warpfue Throwers, Assassins 
the lot’ 4300 + p&p Email m 


Stu’s Painting Service (Notts) 
Ex Heavy Metal pamtet offers 
services all levels of painting 
done - from wargames to 
Golden Demon standard 
Tel - 0115 9792157 


Desperately Wanted 

the Damned for 3rd edition 
Warhammer & 

Demon Download (Dark J 
Future novel) second edition 1 
(about 92-93) by Jack Yeovil & 
almost any 1st edition GW' 



sized figs $6 

$18, large sized $75 large 
armies, squads and vehicles 
negotiable foes Call Trey on 
(303) 460-0295 or email 
elfboy@VK. netcom com 

PLFASB NOTE: The 
Trading Post is a free 
service , and as such we 
cannot accept 
responsibility for an 
advert's authenticity or 
otherwise. You answer at 
your own risk - so there! 








The Siege ofTorAfessi 


A historical scenario for Warhammer 
by the distinguished veterans of Nottingham Games Club 
Wayne Oldfield, Dave Batten, James Meichell and James Kitchen 


Lenton Games Workshop 
Cfufj 


The idea for this battle came 
out of the seething hotbed of 
intrigue, warfare and 
downright lunacy that is the 
games club held every 
Wednesday evening at GW 
Headquarters. Imagine, if you 
will, anything from eighty to 
one hundred and fifty gamers 
of all ages launching 
themselves into all out war for 
no other reason than it is a 
fun thing to do. The club 
caters for all of the main GW 
systems with leagues or 


■ Dwarf armies marched 
down on the trading city of ! 
lor Alessi (present day 
L'Anguille in Bretcmnia) 
and laid siege to it. King 

' Gotrek Starbreaker swore 
an oath that he would have 

■ his money or its weregeld , 

price in Elf blood or be j 
would shave his head It 
was a mighty oath. ’ j 


, whatever your ability, there 
\ will be someone to give you a 
- fair and even battle. Of courst 
I if you happen to want to take 
on an opponent whose beard 
sweeps the floor as they walk 
along, then we would be 
happy to find someone to 


’Sjy Extract from the High 

uA Elven Book of Days^ 


I 


Among the benefits of a large 
club is that it gives you a wide 
variety of opponents so, 


The club welcomes gamers of 
all painting standards as well, 
from aspiring Golden Demon 
winners to those who 'will gei 
around to painting my army 
soon. In feet, I bought a can c 
undercoat only last year!’ 
Seriously, the club does try to 
encourage anyone to paint 
their army, as it is well known 
that ‘Tinboys lose more 


NOTTINGHAM GAMES CLUB 


6 00 til 10 00 pm, Wednesdays 


GAMES PL ATED: All Games Workshop games past and prese 


FACILITIES: • Up to sixty gaming tables with most terrain 

available 

• There's access to Bugman’s bar, darts boarc 
and pool table 


| CONTACT: Pete Hely (after college on 0115 9168410) 










The Siege ef Tor Afessi 


Architect's Nates ... 

The project started with an idea the last battle of the infamous 1 Vat of the 
Beard between the High Elves and the Dwarfs Tor Alessi is the last great 
stronghold of the High Elves in the Old World, and this magnificent proud city 
is under siege 

The frills were made ftom 11!2 inch thick industrial corrugated card, with the 
gun emplacements for the thirteen Dwarf Cannons and Organ guns cut into it. 
This was then covered in rough builders plaster (cheaper than Polyftiteri), 
painted with Lincoln green emulsion and flocked using a mixture of different 
cheap, grass coloured flocks, stuck on with watered down PVA glue For the 
baseboard, two pieces of6‘ by 4 chipboard was covered with builder s sand 
painted green and similarly flocked Suitably sized slots were cut into the hill 
upon which die outer walls and towers of the city were to be located The sea 
section upon which the converted High Elf ship was to stand was painted blue 
then covered with PVA glue The cliffs were simply left a raw white plaster 
The wall sections were made from the same thick card, faced in artists 
mounting card and painted using a mixture of magnolia emulsion and burnt 
sienna artist's acrylic paint. The battlements were made from card and a 
moulding was applied, ready supplied with shield shapes The shields were 
painted white and transfers applied, other details were painted Lightning Bolt 
Blue. The towers and lighthouse were made from large cardboard tubes and 
platforms were made for repeater bolt throwers The front gate was made from 
thick card tubes, thick card and mounting card in a similar way The 
portcullis was designed to be raised and lowered by the installation of a 
cimnitig device called a ‘slot’ The doors were made from mahogany veneer 
and was finished off by tiny binges and door knobs from dolls house furniture 
Finally, flag poles and banner s were added 

The total work took three or four of us four club nights to cut out the large 
card pieces and to constr uct the baseboard, the construction and painting of 
the towers and walls were done at borne over about six weeks A High Elf 
village was also made which included a guard bouse with a solitary sentry 
box (the inhabitant of which ran away when charged by fifty slayers'), a shop 
with supplies, a pub (the Queens Head naturally), a couple of bouses (with 
gardens and chickens') and a mansion It did took good when it was finally 
put togelhe What a damn pity that the High Elves lost' 

Wayne Oldfield, High Elf Architect and Stonemason 



The Siege ofTorAfessi 



Historicaf Background 

In the dark pre-history of the 
Old World, more than 2,000 
years before Sigmar laid the 
foundations of the alliance 
that was to become the 
Empire, there was a time of 
peace now remembered only 
in the oldest manuscripts of 
Dwarf and Elf 


King Malekith and his 
followers were driven from 
the shores of Ulthuan, contact 
was re-established between 
the High Elves and the Dwarfs. 
Trade flourished and Dwarf 
craftsmen reached new 
heights of achievement. 


In the aftermath of the 
sundering of the High Elven 
kingdom, when the 'Witch 


But a shadow reached out 
over this period of peace and 
prosperity. Dark Elf raiding 
parties, masquerading as High 
Elves, started attacking Dwarf 


This incident led to a war 
between the two races that 
was to last for almost 400 
years including numerous 
inconclusive Sieges of High Elf 
cities throughout the Old 
World and would culminate in 
the battle that we re-fought at 


RuCes of Engagement 


WHY CLUBS AT GAMES DAY? I 


We really wanted games dubs at Games Day, putting on 
demonstration and participation games in the Black library 
comer because this would really show all the Game* Workshop 
Ians out there just what they can achieve themselves These 
dubs, although sometimes initially started up by us, are sell* 
sufficient and thoroughly enjoyable forums for gaming They 
help to identify the ‘By gamers, for gamers’ attitude that the 
Journal portrays 


For our game the standard 
Warhammer and Siege rules 
applied with the following 
additional special rules: 

• The Dwarf army has up to 
15,000 points available. 


• The High Elf army may be 
chosen up to a limit of 
10,000 points. 


It's cool to witness all of the spectacular displays put on by the 
Games Workshop staff but perhaps even more rewarding to see 
those put on by the clubs when you know that the club 
members have done it all in their own tune and usually at theur 
own expense as well Seeing the clubs in action can only help 
tuel the enthusiasm of fellow gamers and help spurr them on 

to either join or even start up their own club 


• Each army is limited tc 
maximum of 15 war 
machines. 


ou’re mterested in starting vour own games dub then write 
as here at Games 'ftbrkshop HQ or e-mail on 


joumal@games-tvorksbop. co. uk 


• The High Elf army is limited 
to a maximum of 10 Magic 
levels (e.g. 1 level 4, 2 level 
2, 2 level 1, etc.). 






The Siege of Tor Afessi 


T«C GRAND THRONG OF KARAZ-AHKARAK 


Characters 

Gouek Starbreaker, Dw arf High King 
(use High King Thorgrim Grudgebearer a: 
Ihcy would be nigh identical) 

Kadrin Redmane. Runelord of Zhufbar 


■ Helgar Beltason. Dwarf Hero 

• Morgrim Blackbeard, Dwarf Hero 

• Ktirgen Ironbeard, Dwarf Hero 


Regiments 

• Royal Guard of Kara* a Karak 

is Hammerers + Standard & Musician, led 
by Baelin Fellhammer, Champion 

• Company of Ancients 

3-t Longbeards + Standard & Musician, ted 
by Berek ironbreaker, Champion 

• The Guardians of the Door 

34 Ironhreakers + Standard & Musician, 
ltd by Goran Stormhammer, Champion 

• (mtri’s Diggers 

17 Miners + Standard & Musician led by 
Goto Beilinson, Champion 


Bearer, led by Bragor Felteye, Champion 


Bearer, led by a Champion 
• The Red Company 






The Siege ofTorAfessi 


The War Host of UCthuan 


Characters 

• Caledor II The Phoenix King 
(see special character details) 

• Darian, Battle Standard Bearer, riding a 
barded Elven Steed 

• Telperion, Silver Helm Hero 

• Gwindor, Silver Helm Hero 

• Aratar, Swordmaster Hero 

• Cotharnil, Mage Lord 

• Hoethin, Mage Champion 

• Astril, Mage Champion 

• Lothlor, Mage Champion 

Regiments 

• The Kings’ Guard 

15 Silver Helms led by Harandor, Silver 
Helm Champion 

• Telperion’s Cohort 

11 Silver Helms led by Farnil, Silver Helm 
Champion 

• Caledor’s Council 

5 Dragon Princes led by Tethlis, Dragon 

• Woodsmen of Chrace 

20 White Lions led by Thingol, White Lion 

• Wardens of the White Tower 

20 Swordmasters led by Vargil-Swordmaster 
Champion 

• The Bows of Ellyrian 

5 Ellyrian Reavers led by Eldami, Reaver 
Knight Champion 


• The Spears of Sariour 

8 Ellyrian Reavers led by Askarlan- Reaver 
Knight Champion 

• The Sprayseekers 

40 Lothem Seaguard led by Curufin, 
Lothern Champion 

• The Wavewatehers 

40 Lothem Seaguard led by Karadon, 
Lothern Champion 

• The Castle Guard 

30 Spearmen led by Elwing, Spearman 
Champion 

• Keepers of the Gate 

20 Spearmen led by Doriath, Spearman 
Champion 

■ Shadow Walkers 
20 Shadow Warriors 

■ Night Creepers 

20 Shadow Warriors 

• Jade Regiment 
20 Archers 

• Sapphire Regiment 
20 Archers . 

• Amber Regiment 
20 Archers 

• Crimson Regiment 
20 Archers 

War Machines 

• Hammers of Vaul 
5 Tiranoc Chariots 

• Judgement of Khaine 

8 Repeater Bolt Throwers 


Each army is limited to a 
maximum of the general, 
plus 7 hero level characters 
(Dragon and Daemon 
Slayers count as hero level, 
as do Master Mages and 


No special characters are 
allowed apart from the two 
generals. 

The batde will be fought to 


Victory Conditions 
The Dwarfe win the game 
immediately should they 
manage to kill Caledor II, 
High Elf Phoenix King. 







The Siege ofTorAfessi 


CaCedor II 'The Warrior 1 

Phoenix King of Ulthuan.430 points 


The High Elf army is led by Caledor II, the 
Phoenix King of Ulthuan. He is the ruler of 
Ulthuan and occupies one of the seats of 
the TWin Thrones along with the 
Everqueen. He is a mighty warrior but as a 
general is rash and impetuous. However, 
the High Elves follow him willingly, 
believing that he carries the blessing of 
Asuryan, the king of gods. 

EQUIPMENT: Caledor carries a sword and 
shield, and wears Heavy Ithilmar armour. He 
rides a barded Elven Steed called Kharandir, 
a gift from the Horse Lords of Ellyrian. 


Syeciaf RuCes 

King of Ulthuan: Caledor is the ruler of 


Sword of Lothern.100 Points 

The sword was a gift to tbeir King from the 
Princes of Lothern. 

Any model hit by the Sword of Lothern 
suffers one single wound irrespective of 
saves. Do not roll to wound or take any 


The Phoenix Crown is the ultimate symbol 
of the power and authority of the King. It is 
woven with the spells of the Loremasters of 











The Siege of Tor Afessi 










.•>: The Dwarf artillery damages the city gates 


Turn 4: The High FIf spearmen prepare to engage. 


thundered out, again crashing 
into the mighty walls. A cheer 
rang out from the sweating 


the pointy-eared’ warriors in 
the side. A unit of spearmen 
moved across to try and 


catch them. After another 
round of largely ineffectual 
shooting by both sides, the 
High Elf Swordmasters and 
White Lions charged into the 
huge block of Troll Slayers in 
an attempt to slow their 
implacable advance, while a 








The Siege of Tor Afessi 










Turn 8: (alt-dor II challenges King Gotrek to single cumbat 


armies. Suddenly spurring his 
horse forward he easily 
outstripped his bodyguard 
and charged alone into the 
heart of the Dwarf Army intent 


leap from the ground at the 
feet of the Troll Slayers again 


Elite warriors was left alive. 


from the implacable Dwarf 
King while the Dwarf’s mighty 


13 





The Siege ofTorAfessi 









Wayne Oldfield 

Wayne is a mental health advocacy worker 
from Worksop (blimey! We could do with one 
of them around here, I reckon - Ed) and has 
been gaming about the same time as Dave. Hi 


Dave Batten 

Dave is a computer network engineer from 
Grantham and has been playing for little ove 
year now. That hasn’t stopped him building ; 
vast warhost of implacable Ulthuan warriors, 




He 

bui 

in 

;ames for quite a number of rears now James is a freelance writer and 1 

harbours die utterly insane ambition of 

sSHEKEsF 52, =ss=*s=a: 

James also loves to indulge m vs 
dreaming up devious little game 
scenario (remember Agril's Go! 
Warhammer Open Day last year' 
currently converting a games ro 

Jwarf master 
atic he loves to 
ices of the 
use pointy- 
Hi-fodder)' 
ar-hlms, skiing 

Id at the 
beer and is 


The High Eff Lords of Ufthua 

n 



Workshop club as a sort of High Elf ar 


etary where he organises 
generally plays ‘mum’ to 
oung gamers. Quite 
ists shouting as one of his 


Y, the other half supplied by Dave. 


Wayne is well known for having ‘a few screws 
loose’ and amongst his achievements has a 
Halflings army of the Moot almost completed, 
including such mad delights as war-swans and 
Halflings cavalry on rabid war-sheep which he 
has promised to let us have! 















The Dank Eip BikLe op Pam 

By Vorstav Vaul 

Including the distilled wisdom of Arlith Blacknife 
A.K.A. Andy Meechan 

This article was swiped . .® that he Just had to 

from the’Net from Andy ~ ft share some of bis 

Meechan’s very own J t bountiful knowledge 

website (cheers again, with the rest of us. 

Andy!). These words of hard-core 

coaching wisdom were compiled by Check out the vast wealth of Blood 

bis pal simply known as Vorstav Vaul. Bowl and other games stuff at Andy’s 

He has been playing Blood Bowl, website: 

among other things, for years and felt http://www.geocities.com/debibIe.html 


This article comprises an a-z of skill Frenzy. Skills such as compensates for her lack of 

how to run your Dark Elf Jump Up and Dodge gives her pure speed. Movement of 7 is 





















I Some of the strangest fans a team could ever wantl 




STANDING IN FOR THE LITTLE GUVS 

How to use your Squat armies in Warhammer 40,000 
By Jervis Johnson 


Since the new version of 40K 
came out there has been a 
small (no pun intended!) but 
vocal group of players saying 
things along the lines of 
‘What’s happened to my 
Squats?!?’ Now it has to be 
said that over the years the 
games development team have 
come up with some good 


types to those you want. 

For example, when 1 was at 
the Canadian Grand 
Tournament last year, one 
player fielded a lovely Estalian 
army All of the models were 
converted or scratch-built, and 
the result was a truly 
magnificent and unique army. 
The army was legal, and he 


quite so good ideas. Although 
there are some that I know 
will disagree, we feel that the 
Squats fall into this latter 
category, and after literally 
years of trying to come up 
with a way of making them a 
bit more interesting, none of 
which have worked, we’ve 
decided to retire them from 
me. In the future we 


tournament, because the army 
list he’d used to pick it from 
was the Empire list; all he’d 
done was take suitable entries 
from that list and said that the 
troops in his army ‘counted 
as’ them. Opponents were 
happy to play against the 
army, because they knew it 
was fair and legal, and he was 


Imperial Guard Squat 
Regiments 

Over the last few hundred 
years the Squats Homeworlds 
have slowly but surely been 
conquered and incorporated 
into the Imperium, so that 
now there are no independent 
Squat planetary settlements 
left. Human setders were 
encouraged to live on the 
Squat worlds as soon as they 
had been made part of the 
Imperium, and Imperial 
officials took over the day-to- 
day running and 
administration of the planet. 
Such worlds are required to 
raise Imperial Guard 
regiments in the same way as 
any other planet. 




STANDING IN TOR THE UTTH GUYS 


Squat Renegades 

Although all the Squat 


Squat Renegades list 

* Warlord = Whrboss 

* Ilearthguard = Nob-Warboss’s Bodyguard 

* Engineer Guildmaster - Metcboy 

* Ancestor lord = Mad I)ok 

* 'Warrior Squad = Shoota Boy? 

* Attack Squad = Slugga Boy? 

* Thunderer Squad = Shoota Boyz (or Loota 1 


Bike Squad = Warbike Squadron 
Heavy Weapons Bike = War Bugj 
Exo-Armour = Mega-Armour 
Any Special Weapon «= Rokkit fa 


• Mole Mortars & Thudd Guns = ho 

• Multilaser, Rapier, Tarantula == Zza 

• Two handed combat weapons = B 

• Any pistol = Slugga 

• Other combat weapons = Choppa 


4 £ *|a Mi 
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* 
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Squats, back in the ri 


-one can really have an 
jection to you using the 
ny. This makes stand in 
nies an excellent way of 
llecting a really unique 


SJL 
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Following on from Gary James’s excellent 
Necromunda terrain article ‘The 
Underhive Workshop’ (Cf 23 and Gang 
War 3) which we found on the Internet 
(bttp-.Hwww. altdorf. com/terragenesis) we 
found that the Net is just packed full of 
terrain building sites. 


Necromunda terrain building 
By Bimmer and Bubbles 


When we found this site we were amazea 
and think it is probably one of the best o 
line. Obviously there isn’t the room in a 
single edition of the Journal to show you 
all of their cool stuff, so here are just 












Hive Constructors Inc. 


Cork Bark 

These were found in a model 
train shop. They are big 
chunks of untreated cork bark. 
They were sold in a big bag 
for next to nothing. If you are 
looking for a really easy way 
to make cliff faces, simply get 
a few pieces of these, spray 
them black, and drybrush with 
gray/white colours, and presto 
- beautiful craggy rocks. 




time by not having to 


Das Modelling Clay 

Such a short non-descriptive 
name for such a great 
material. Das is a clay material 
that can be used directly from 
the package. It dries in a few 
hours when in contact with 
the air. It is a great material 
for sculpting details like crater 
ridges, etc., into the bases of 
your models. 

Disks 

3.5" disks are a great 
modelling material Simply rip 
open the disk, and you have 
two sheets of thin plastic, easy 
to cut into shape. The insides 


looking too artificial© when 
compared to the rest of your 


Egg Cartons 

Readily available and often 
with a very interesting texture 
on the inside. You’ll find a 
couple of guides on these 
pages that use egg cartons as 
the basic material. 

Flock 

Sold in most model shops: the 
ones dealing in train models 
usually have the best 
collections. Flock is artificial 
grass or moss, usually made 
from either dyed sawdust or 
some kind of static fibres, that 
make a good representation of 
grass. Also shown on the 






Hive Constructors Inc 


Fibreboard 

Also known as hardboard. 
These are brown boards made 
of hard pressed fibres. This is 


Milliput 

This is a two-part epoxy putty. 
When left to dry it forms a 
hard almost indestructible 


Old brushes 

NEVER! throw away your 
brushes, even once they get 
too worn even for dry- 










mixture, and you’ll suddenly 
have an excellent dirt/gravel 
texture for your bases. 


effect (please do make sure 
it’s clean first! - Ed). Florists 
often have small stones used 


for decorating plant pots. 


Polystyrene 

The number one modelling 
material. Thin sheets are great 
for walls or concrete slabs. 
Blocks of polystyrene can be 
cut to represent rocks, hills, 
craters, etc. When gluing 


Train model shops, often have 
bags of cork-bits, that when 
painted look exactly like 
rocks. 

Toy Cars 

Toy cars are great for 


Brass & plastic Tubing 

Small pieces of brass tubing is 
great for making pipelines for 
your industrial terrain. You 
can also use plastic tubing (i.e 
from toys or table calculator- 
paper rolls). 






















has been quickly hammei 
together by Underhivers 


the only thing remaini 
die paint job. Painting i 








Hive Constructors Inc. 
















available? 
answer to both 
these questions is 
‘yes!’ or if you want 
to discuss any 
aspect of the Games 
Workshop hobby you 
should contact the 
Roolz Boyz, today! 


Have you got a rules 
query? Do you want 
to know if we still 
have classic Citadel 


Da Roolz Boyz 
Games Workshop 
Ltd, 

Willow Road. 
Lenton, 

Nottingham, NG7 
2WS 


Telephone: 0115- 
91 40 000 


Lines are open 
6am-midnight 
7 days a week 






















A Gorkamorka Mini- 
Campaign 
By Andy Stickiand 

Andy is a bit of a household name to the 
readers of the Journal, having appeared it. 
numerous issues and even having his woti 
featured in publications such as Battles in 
the Underhive. He has an annoying habit 
of never being in any one place for very 
long making it very difficult to track him 
down and nag him for articles! 

Here’s one we nabbed before he left tows 


Da Grodkart is a Gorkamorka 
mini-campaign designed to be 
fought between two rival 
-1 of Orks. Digga, Re’— 1 


that this opportunity is just 
too good to be missed and 
decide to fight each other just 
so that they can get some free 
medical treatment afterwards! 


using a couple of his patient; 
for one of his more bizarre 
and oudandish experiments, 
removing their brains and 
surgically attaching them to 






Da Crodharf 


Wffi BVmRBlX DW DESERT.. 

( ;,eroi Pa Skraga and Rukfang stood 

much of a threat- after all, there 
uM 0 „ly one of him -but he had a funny 
loolt about him. And besides, it was always 
better not to give anyone the benefit of the 
doubt until you knew they didn’t have any 
sneaky Digga-Hke tricks up their sleeves. 

M they notched, the stranger stepped away 
from the makeshift sign he’d been hammering 
into the dirt and looked at it admitingly. 

\ There tt ere words painted onto it and Gazrot 
pushed Rukfang towards it. 

■yew cun reed Wotztt say>' 

I yrr, mumbled Rukfang awkwardly ‘Carnt 


•Owdja meen?’ 

Kukfang squirmed uncomfortably Gazrot 
uas not in a good mood, and now would not 
ht' the right time to admit that he couldn t 
actually read After all, they’d only accepted 
him into their mob because he said be could 
understand the instructions that had come 
with their neu> ’eavv shoota 


‘free ta furst timaz eh* Gazrot was thinking. 
It wasn ’t something he liked to do too often, 
but even a battle-hardened Skarboy like 
himself had the occasional good idea Ois 
could be just wot we’ve bin wattiii for 
Rukfang looked puzzled 
‘Otvdja meen. Boss?' 

Gazrot smiled, revealing a frightening array 


Reefy troofy compteetfyfree?’ 
Doc Wurr nodded. 


‘Right,’ said Gazrot, turning ta Rukfang Run 
an’get da red uv da hoyz. We’z off ta glv dem 
mizrabul weedee Gorkaz da seein' to dey’ve 
been deservin’fer ages ’ 

Doc Wurr watched until the two Orks had 
disappeared behind the dunes and then 
beaded back towards bis Surjery 
‘At last ,' be muttered to himself, rubbing bts 
hands with glee. ‘Finally all dose no gud 
Mekboyz in Mektown are gonna see just bow 
gud / reefy ant at doktorin’ an stiff/’ 


IhLtor, S™ 3 " 0 l: 

maiork Let’s ’au a Shrap 





Da Crodhart 
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MEANWHILE. BACK AT IW SEfllEKY 
Dot Wurr was dim with fatigue and covered from head to 
foot in various slimy things which looked as if they should 
have been on the inside, not the outside, of a body It had 
been a busy day' But at last his great work was complete 
After years of thankless toil, of failure, and the various 
'accidents’ along the way, be was finally ready to march into 
Mektown in triumph and kick all those other worthless Docs 
back to the fungus patch from which they had crawled. 

‘I Iz da gratest!’ he shouted at the top of his mice Me, Doc 
Wurr Da wan an’ onfyf’ 

With that he turned back to the mystertous-lookmg machine 
sitting on the workbench beside him He flicked some 
switches plugged in some plugs, turned an evil looking dial 
all the way up to '.Danger ’ and then grabbed the huge gieat 
lever attached to one side 
Now,’be screamed let dare bee lyfet’ 

Doc Wurr pulled down on the lever with all bis might Power 
surged through the coils of wire scattered about on the floor 
sparks flew tlnough the air in all directions and there was 
an ear-splitting crash as something big exploded and flew off 

After things bad settled down a bit, the Doc picked himself 
up from the floor and staggered over to the far side of the 
serjery where there was a dirty old tarpaulin covering 
another huge piece of machinery A loud humming, like the 
purring of a well-tuned engine, was coming from beneath the 
cloth The Doc took a deep breath and pulled back the 
covering, revealing a newly-painted trukk Its engine was 
turning over gently Doc Wurr smiled. 

Hello, boys " 

a couple of volunteer subjects experiment are returned to 
for a little experiment he has their mob after being given a 
planned. As no Ork in his couple of strange looking 

right mind is ever going to tablets, a makeshift bandage, 

volunteer, he has decided to or whatever. These fighters do 

take two fighters at random not need to r °ll on the 

and make use of them while Serious Injury Table after the 
they’re under anaesthetic! battle. In addition, on a D6 

Doc Wurr will chose one roll of 6, one permanent 

fighter from each mob for his injury will also be completely 
experiment and each player healed, 

should randomly select one of Fighters who are healed in 
his fighters who has gone to this way must still take a bit of 

see the Doc for this purpose. a rest, however, and so may 

All other fighters will be fixed not go down the mines and 
up as good as new (or in dig for scrap with the rest of 

some cases, even better). the boyz! 

Fighters who visit Doc Wurr Fight Again! : It is possible 
and are not chosen for his to end up with a situation 

34 















Da Grodhait 


Da Desert 

This scenario takes place in a 
fairly normal area of the desert 
and both players should set 
up terrain in a mutually 
agreeable manner. 

Mobs 

The players should first roll to 
see which of them has control 
of Da Grodkart at the start of 
the game. Whichever side wins 
will be the attackers. 

Da Defenders 

The defender then sets up, 
using his entire mob. All 
vehicles should be set up 
within 6” of the centre of the 
battlefield and must all be 
travelling in the same 
direction towards one of the 
short table edges. All warriors 
must be mounted on vehicles. 
Each vehicle starts the game 
carrying D3 Scrap counters. 

Roll a D6 for each bike, on a 
roll of 4+ it carries one scrap 


Da Attackers 

The attacking mob must be 
formed into groups before the 
battle Each group must 
comprise one vehicle and as 
many warriors as the attacking 
player wishes to get onto it. 
These groups will arrive after 
the start of the battle as 
described below. 

Startin' 

The attacking mob goes first 
as Da Grodkart races onto the 
battlefield from a randomly 
selected table edge. 

Remember that the attackers 
will automatically have control 
of Da Grodkart for the first 

Attacker's Vehicles 

Starting from the second turn, 
the attacker rolls a D6 for each 


2-3 


1 6 


group at the start of each turn 
and adds the turn number. If 
the score is 8 or more, the 
group turns up in hot pursuit 
of Da Grodkart. Each group 
arrives on a random table 
edge (see map above). 

Endin' 

The game ends when one of 
the mobs fails its Bottle test or 
chooses to Bottle Out. If one 
mob only has warriors that are 
casualties left on the table the 
game immediately ends (this 
does not count as Bottlin’ 
Out). 

Da Grodkart is not considered 
to be part of either mob for 
the purposes of working out 
casualties or determining the 
mob’s rating. 

Special 

Da Grodkart must be crippled 
and immobilised during the 
batde. If both mobs Bottle Out 
before Da Grodkart is 
crippled, then the battle must 

until one mob succeeds in 
crippling it. 

Regardless of who actually 
cripples Da Grodkart, the 
winning mob will take the 
trukk with them after the 
battle. 

Experience 

Warriors who take part in this 
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scenario earn experience 
points as follows. 

+D6 Survives 

Any warrior who survives the 

battle earns D6 experience 

+5 Wounding Hit 

A warrior earns an extra 5 
experience points for each 
wounding hit he inflicts 
during the battle. Wounding 
downed warriors does not 
count. Note that you only 
score 5 points for wounding 
an enemy, regardless of the 
number of wounds actually 
inflicted by the hit. 

+5 Penetrating Hit 

experience points for each hit 
that penetrates a vehicle’s 
armour, regardless of the 
result of the damage. 

+1 Carrying Scrap 

A warrior earns an extra 1 
experience point for carrying i 
Scrap counter at the end of 
the game. Scrap loaded onto 
vehicles doesn’t earn anyone 
any experience. 

+10 Winning 

The Nob of the winning mob 

earns a bonus 10 experience 

Scenario 3 

We Want Our Boy Bach! 

One of the rival mobs has novi 










Da Grodharf 


sutured Da Grodkart and is 
desperately trying to work out 
L Jthe thing is wired up. 
vUybe if they can disconnect 
1 rival brain, the tnokkwiU 
„nle down a bit and even be 

ll'oweve^the'other mob 
,^ 0 . t going to give in that 

, lS Uy - after aU, one of their 
hiivs is in there as well. 


special Buies 

l t,is scenario uses the Bottlin’ 
< >ut, Da Fort and Da Grodkart 
special rules. 


Reinforcements 


Da Grodkart is not considered 
to be part of either mob for 
the purposes of working out 
casualties or determining the 








Da Crodhart 



count. Note that you only 
score 5 points for wounding 
an enemy, regardless of the 


of do-it-yerself surjery on Da 


Gunner: Now that Da 
Grodkart only has one brain 
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^TrnmiAm. 

J v, rn/pu-k wiped the sweat from his forehead 

''j up a trail of muck and grease in its 
ntice I" P ont °f inm was tbe ex P oseei engine 
on oilin' mysterious trukk. Da Grodkart It was 
" Zm „i , tenons despite being scattered about 
re< T, spanner in various sized bits- some of 
1 which be even knew tbe names ofl 
ln ? I fjf i M „td in close and stared at tbe two 
111,1 brain < which had been surgically attached to 

ibe machine, hoping to find tbe answer to bis 
- a problem among tbe crumpled mass of 
organic material 
Pt t)i. Grog Izzat yew' 

d lie poked one of tbe brains with a grubby 

has I finger and the .jelly-like blob quivered from 
'side to side. .Surdmek smiled and poked tbe 
v | gn.cn lump again 
! Dts is pm ' 

Jie tiazrvl gave him a sharp cuff about tbe ear 
eit 'tup dot an’get cm wiv dajixin' bit .' 

surdmek scowled and crawled further into 
E I ibc mess of machinery about him, hoping to 

amid another beating 
1 -welt'' Gazrot demanded 

Kelt Surdmek replied, ‘it’s like dis. Da 
I grumble mttz’ve bin removed and da pushes 
pump as bin replaced wiv a.. wiv a tbingy 


da ample doobry which means cumin' wut, 
ur deese urnez ’ere ' He motioned to two 
thick wires hangmg down from tbe brains 
'Bui da problum iz, I don't zactfy know 


cuts da nght wun, we get ta keep da 
in ' Grog wiv it. ’ 

ew cuts da rung wun ?' asked the 


dare's gonna be big trubbie ' Gemot raised 
his huge studded club to emphasise the point 
‘Yew get my meenin'?' 

Surdmek nodded quickly and turned back to 
the two wires. One was red the other, a 
different shade of red. Which one should be 
cut? Did bright red mean big bangf Or did it 
mean very fast? 

‘Come on. Grog' be muttered, looking 
hopefully at tbe mass of biains ‘If yew’z still 
in dare oimwbere give as a klew ' 

The brains wobbledfrom side to side But 
was it a bright red wobble, or a dull red 
wobble? Gazrot prodded tbe terrified Spanner 
in tbe back with tbe club. 

Cut stmtflng.' 

Surdmek looked once more at tbe two wires 
and picked up his Kustom Kuttaz 
‘Bright red it s gotta he da bright red wun .' 
And with that he cut the wire. 
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TANK SHOCK! 


Imperial Guard Super-Heavy 
vehicles in Warhammer 40,000 


By Stephen Thompson 


I’m Stephen and I’m from Canberra in Oz. I have 
been modelling, gaming, and collecting Games 
Workshop material since the dawn of the 
Imperium (well, around 9 years), and in that 
time have concentrated mainly on the dark 
Gothic future that is Warhammer 40,000.1 have 
been the proud general of the heart-ripping 
Blood Angels, insidious Genestealer Cults, Sisters 
of Battle and more recently the elusive Necrons. 
But my main devotion is the massed arms of the 
Imperial Guard, especially great big tanks... 


Super Heavy Tanks 
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BEHOLD! 

The enemies of the 
divine Emperor shrill 
now know the true 
meaning of terror...' 
Colonel Dausen 
Leviathan 

Commander (atlrbl) 






Sr 




























HQ: BANEBLADE SUPER-HEAVY TANK 

A leviathan is an HQ choice for Imperial Guard Armoured Companies and Mech; 
Divisions. 

SPECIAL RULES 

Command Centre: The Leviathan is a mobile command centre. Any friendly 
within 12” may use the Leadership of its commander. 

Doomsday Cannon: Any vehicles bit from the doomsday cannon add+1 to , 


































TANK SHOCK! 


Commissar Yarrick finally n 


I THE 5’TH VA1HAJXAN REGIMENT 

Raised on the planet Valhalla, the 57th 
regiment has been assigned to manv famous 
actions in its long history: however none are 
more revered than the oric invasion in the 
Ryza warzone when the regiment served 
under direct command of the legendarv 
Commissar Yarrick - saviour of Armageddon 
When the imperial warfleet arrived at the 
small Forge World of Ulam much of the rich 
and prosperous colony had been destroyed, 
the rampaging ork invadets had swept into 
the Ryza sy stem destroying all m their path. 
The only way to stop the Orks was to hit 
them with considerable force and 
immediately What followed was to be the 
5“th's greatest hours of glory 
They had never expected an easy Job > but 
they had never ejected this The drop on 
VUmi bad placed the 57tb right in the 
middle of the strongest Ork defences and 
the drop zone had turned into a 
slaughterhouse Inside the command 
leviathan ‘Voluptatus Colonel Darnen bad 
a perfect view of the mayhem that was 
before him be issued bis orders with cool 


Test their line on the east flank, break ore 
if you can Black platoon, follow in 
support' Darnen could already see the 
mammoth Baneblade slowly grind its m rt 
towards the east flank, and move over a 
ridge Hausen looked to an empty space ft 
a moment. Then he smiled m satisfaction 
The thoughts of the Emperor’s enemies 
feeling the wrath of an angered Baneblade 
filled bis mind 

The air was bright u ith lasgun fire above 
Yarrick's position. Be watched from his 
custom Rhino as four Ork war-buggies tore 
across the battlefield as if out of control - 
an armoured spearhead, trying to weaken 
the Imperial line 

Kult of speed, Yarrick thought instinctive,\ 
At that moment a huge shell screamed over 
Yarrick’s head The doomsday shell smash r 
home right between the fast approaching 
Oi ks. When the smoke cleared all that 
remained was a vast smoking crater , 



























, ^ by their very nature 
: '" /cunning breed and not 

resource. Many seek 
Zffi* underworld 
h V.V of numerous Imperial 
Inhere the black 
goffer a ventahlc 
"t-LpUe of useful 
u,patent and information, 
those innocents soon 

^ of the ways rnrd means 

r if the eyes of the law 
caber by accident or design. 

„„ common for many 

outlaws to assume an alter 
, 0 protect then true 
( ,(entity. Many even go ,nt° 
duguise, posing as a fighter 
_) join adventuring 
.-aitiands for a share of the 
,potls After all, even the 
/traded long arm of the law 
triis to tread in some of the 
.Ijikest caverns of the Old 
World... 


•STARTING AS AN 
OUTLAW* 

t hitlaws start with the 
lullowing profile: 

Wounds 1D6+6 

Weapon Skill 3 

Ballistic Skill 4+ 

strength 3 

roughness 3 

Initiative 4 

Attacks 1 

Pinning 3+ 

Weapons 

The Outlaw starts with a 
Sword which inflicts 1D6+3 
Wounds. 


The Outlaw begins with 
!tK+6 Wounds. If any l’s 
are rolled when determining 
4' mnds, you can re-roll the 
dice but must accept the 
«cnnd roll even if it is 
another roll of 1. 


Armour 

Most of the armour that 
Outlaws acquire is what they 
can pillage! Roll 1D6: 

1-2 No armour! 

3-4 Leather armour +1T- 
at the end of each 
combat roll 1D6 and on 
the score of 1, 2 or 3 the 
armour is destroyed. 

5-6 Chainmail +1 Tbughness. 

Equipment 

The Outlaw starts the game 
with a set of specialty 
balanced daggers which are 
unique to him. The dagger is 
a common weapon for most 
Outlaws as it is light and 
easily concealed, perfect for 
daring escapes and silencing 
curious guards. 

The Outlaw has six daggers 
in total, all of which are only 
suitable for throwing and 
Inflict 1D6+1 Wounds for 
each successful hit. The 
daggers have a range of 6 
squares and you may throw 
one each turn. If you score a 
6 to hit, you have found a 
chink in your opponent’s 
defenses and may ignore any 
armour they are wearing. 

SPECIAL SKILLS 

Sense Danger: Through 
constantly being on the run 
and forever dodging the long 
arm of the law all Outlaws 
have a keen sense of danger 
and how to avoid it. 
Whenever the Warriors are 
ambushed in the dungeon 
the Outlaw rolls a D6. On a 
score of 6 the Outlaw 
manages to shout a warning 
and the monsters do not gain 
their ambush attack and are 
placed normally. 

Dashing Steel: All Outlaws 
are very fast at reacting with 
a blade. They must be in 
order to survive the vicious 
underworld of the Empire 


and subdue or even despatch 
(...ulp!) an over-zealous 
guard that recognises them, 
before they can raise the 

Whenever monsters are 
placed on the board the 
Outlaw may roll a D6. On a 
roll of 4+ the Outlaw may 
make a single attack against 
any adjacent monster out of 
sequence, in addition to any 
other attacks he might have 
that turn. This represents the 
Outlaw lashing out quickly at 
the first sign of movement 
and striking down his 
adversary (this ability may 
not be used in conjunction 
with a Deathblow). 

OUTLAWS AND 
TREASURE 

The Outlaw may use any 
Treasure Items normally 
available to the Barbarian, 
but he may not use weapons 
if they are two-handed or 
wear magic armour that 
increases his Toughness by 

•ADVANCED RULES* 

Wounds 

In the Advanced Game an 
Outlaw grows steadily more 
proficient with his Throwing 
Daggers and may use them 
more effectively. He is able to 
throw 1 dagger per his 
normal attacks each turn. 

Origins 

Every Outlaw has a different 
story to tell on how they 
became wanted men and 
each will try to keep this tale 
secret from the other 
Warriors. These humble 
beginnings are not 
undetectable however and 
are often part of an Outlaw’s 

themselves in an Outlaw’s 
skills and abilities. 

If you are planning to use the 
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•THE ARMS TRADER- 



UNEVENTFUL DAYS 

Being on the run and 
constantly watchful for the 
authorities means the 
Outlaw’s days ate seldom 
uneventful. Whenever the 
Outlaw rolls an Uneventful 
Day on the settlement events 
table roll a D6 and consult 
the table. 

■■■■bhi | 

Roll 1D6 
1 Stop him! 

The Outlaw is noticed by 
the ever vigilant Watch 
and identified by a 
weathered looking 
poster nailed to the 
Angry Troll Tavern. Roll 
another dice, if you score 
a 3+ the Outlaw 
manages to duck down a 
side alley and escapes, if 
you roll a 1 or 2 he is 
caught by the Watch and 
must roll of the Autho¬ 
rities table immediately. 


cannot visit any traders 
or special locations and 
you don’t have to roll 
any settlement events 
but living expenses must 
be paid for as usual. 

4-5 It really Is an 
uneventful day! 

6 Old friends 

The Outlaw meets up 
with a few of his old 
gang members; Harvey 
the Flincher and Buck 
Tooth Gustav and 
manages to get his cut 
from a stash of treasure 
from a previous 
‘adventure’. This 
unexpected windfall 
amounts to 1D6 x 50 
gold. An innocent 
Outlaw may still benefit 
from this too as it is 
assumed the other 
miscreants mistake his 
identity and the Outlaw 
is long gone with their 
gold by the time they 


adventure 
celebratio 
much like 
The Outla 
slink into 
such gathi 


although I 
unavoidab 


successful 
reach civil 
you score 
dignitary 1 
for the inn 

the Emper 
grants it as 
reaches hit 
your brave 
on the Oui 
to roll to s 
by the Wat. 
Uneventful 


Whilst walking casually may still vi; 

down the main street the PARDONS however at 









-BLACK MARKET- 


ITEM 

COSTfBlTtf) 

COST(SEIA) 

STOCK 

SPECIAL RULES 

" Blade Venom 

250(D3) 


9 

May be doused on any bladed 
weapon and will last for an 
entire combat Each time you 
hit it will inflict an extra 
Wound. 

hick Took 

200 

75 

8 

As Dwarf Guildmasters 

Flash Powder 

75(D3) 


9 

As Dwarf Guildmasters. 

Healing Potion 

150(D3) 


7 

As Wizard's Guild 

Disguise 

200 

10 

6 

May re-roll any dice rolls 
of 1 when there is a chance he 
could be spotted by the 
authorities. 

Dagger Sleeve 

150 


6 

As Wizards Guild 

Repeating 

Crossbow 

1250 

300 

11 

Strength 4 may Are two shots 
per round. Otherwise it is 
treated as a normal Crossbow. 

leather Gauntlets 

500 

25 


Used to block or punch each 
turn Punch Eaves +1 attack at 
+1 Strength but -1 to hit 

Block reduces enemy hit 
rolls by-1 

Steel Toe-caps 

500 

35 

8 

Additional kick attack at +1 
Strength but -1 to hit. 

throwing Daggers 

75 each 

20 

6 

As normal 

Padded Coat 

450 each 

50 

9 

May be worn in addition to 
armour. Can deflect a blow on 

Panasword 

650 

TO 

10 

Ignores armour and 
adds +1'Wound to 
damage rolls. 


| 

I 

£ 

S. 
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House Rules 



















g Short <AJt 

.^^tr daring escapades 
u have learnt of many 
Uvn trodden paths and 


I .,,,* is rolled on me nazams 

g,lc roU a D6- If y° u ca(11011 W 

i i ir 6 you have found a 
inning short cut and reduce QQ 



JO Lucky 

; Hiking down an alley at 
ibt last minute you make a 
lucky escape from the Watch, 

„iv i are pursuing you. 

foe some reason the Outlaw 
B incredibly lucky. Whenever 
you enter a new dungeon or 
•citlement you gain an extra 
[Xi Luck Points which can 
only be spent in that location 
.r that. Any unspent points 
arc lost and must be 
ii.carded when you leave. 


1 our smooth talking nature 
and innate charm allow you 
in barter for a better deal 
with the traders. 

Whenever the Outlaw visits a 
trader he may try and barter 
lor one item that the trader 
has in stock. Roll 1D6. If you 
nail a 6 you may purchase the 
item for half its original cost. 

12 Ban: Knuckle Fighter 


Q lit * 


House Rules 























rlirk bad sard potttefy tfsingjrom 
chman was currently sprawled 
'irred, struggling to bis feet the me 
! throng of now spellbound punters 


[ the second henchmen cateenng backus 
■ crashed into several of the regulars, tbi 
'the raver ns occupants That’s when 
grttek recalled tl all happening so fast. 


ered distractedly, eyes 


unjrus continued the ludictow 
of the Watch had joined the pur 
eets quickly diminished 
■eaker they say, the Dwarf went 
te time that Brink bad some pla 


He s uvll known round these parts, ’ 
risking a glance back, seeing five mo 
rtf fighting the guards in the narrow 
An outlaw swordsman, bit of a hear 
local knowledge and hoping at the s, 


There' Ft lick cried suddenly pointing to what appeared to Grundius to be nothing mo, 
than a bare wall with a black mark upon m Follow me, beardling Etlich instructed, 
taking a last look behind him to confirm the guards weren’t in eye shot Satisfied, be 
made a final sputt to the bare wall and groping with his bands found what he was 
'■ braking for 

Get over here and push. Dwarf ,' Brink groaned as he placed bis shoulder against the 
watt and brought bis weight to bear 

Push tbat ? ' Grundtus asked incteduously, the shouts of the guards growing louder, 
indicating their proximity Have you gone mad manhng" It’s a blank wall' 

Just trust me will you?' Brink chafed, muscles straining as be pressed against the watt 
Time lias tunning out In a few more moments the Watchmen would round the comer 
They didn t stand a chance against eight guards The sobering thought of the noose nta. 
Wick redouble bis efforts and the concealed door beum into the wall peaked,open, 
revealing a tiny crack 


been transfixed by him as soon as bed spoken, suddenly getting to his feet. 

Pawning on his podgy features and crying out ‘Stop htm, that’s the Scarlet 
something got broken in the distance, the sound of glass shattering merged 
curses obscuring the Sergeant’s desperate revelation. But by now it was too 
bad exploded mto a full blown brawl and through all the ensuing catnap. 

Grundtus had managed to fight their way out 
Vnfor tunMcly so bad the Setgeant and bis men 
The shrieking dm of whistles blaring in the distance brought Erhck back to the present, 
suddenly aware that be was running out of street and be still badn t located the sign 
By Grungni’s beard, those Watchmen seem keen to get tbeir hands on us, Grundius ; 
panted, sweat now drenching bis forehead What did that Setgeant call you the Scarlet 
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From •The Tales of the Scarlet Spider by Orfeo 


ARCHIVING SERVICE 


Those helpful Mail Order Trolls have compiled a complete 
listing for all the articles that have been published in 
previous Journals. Where a certain Journal is no longer 
available, you can order photocopies which are sent to 

\ _ you in a dust-proof plastic wallet by first class 

\ post. So, if you’re kicking yourself for missing 
\ the rules for the Undead Plague cart or the 
\ Norse Army list for Warhammer, or even if yot 
\ want to know if there have ever 

\ been rules written for Dwarf 
\ Acrobats! All you have to do is 
. \ give the Ladz at Mail Order a call 
\ r- ' \ on 0115-91 40000 (phone lines 

t \ . “ \ are open from 7.00 am til 

\ ' " - \ midnight) and they’ll tell you 

' \ which articles appeared in 

\ . \ which Journals, and the 

\ W'4 - \ availability and prices of 
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ofWarhai 


rTWarhi 


L Chaos Daemon, 


Leonatox and his superhuman 
> confront whatever horrors awa 


ed invitation to purge a nobleman’s household finally 
rnturers dare to explore an ancient, evil citadel, lured c 


scenes an unexpec 
there a band of ad¬ 


dle pilot episode 


Behold, tor the Redeemer cometh! You saw hi 
in Warhammer Monthly #lt>, now this awesoi 
'Redemption returns to scourge and purge his 
own amaatng three part mini-senes. 'Written h 
Mills and Debbie Gallagher, with artwork by1 


rromunda The 
ler before he d 


w pages of solid Redeemer ac 


Available NOW Price £2.00 (UK) S2.95 (US) 

h>f updates on all Black Library releases check out http://www.blackllbrary.co.uk 



















OPERATION SAUVATIOH 


A daring new scenario for Warhammer 40,000 
By Lorens Karaca 


Hi, my name is Lorens Karaca, I was 
bom in Kufstein in Austria but for the 
last twenty years have lived in 
Munich, Germany. I’ve studied art 
and field design at Polytechnic but at 
the present I’m unemployed. 

I have been into wargaming for about 
seven years now and started out 
playing a mixture of roleplay and 
Heroquest. Later I graduated to such 
nostalgic delights as Tyranid Attack 
and Space Hulk, which finally 
culminated with my introduction to 
Warhammer 40,000. 

I have painted four armies thus far: a 


Space Marine Successor Chapter oftl^ 
Space Wolves, the ‘Wolves of the 
Emperor’; a Chaos Space Marine 
Chapter ‘Brothers of Retaliation’; a 
Tyranid force; and an Eldar 
Craftworld host, ‘The Dark Sorrow of 
Elendaar’. I just love to convert and 
paint miniatures, especially when I 
get to sculpt parts of the models. 
Anyway, here’s a scenario I played 
with my friends that utilises both the 
Necromunda terrain and the old 
Space Crusade floorplans. It was 
originally submitted in 2nd edition 
40K but we’ve gone to the lengths of 
updating it for you! 














Siariliis salvation 



the Ambush mission, the 
deployment of forces for this 
mission are indicated on the 


Scenario Special Rules 

This scenario uses the Hidden 
Set-up, Random Game Length 
and Reserves scenario special 

• Because of the lay-out of 
the terrain the defenders 
do not have to deploy in 
column but may deploy 
normally 

• The defender’s exit points 
are marked on the map as 
points A’ and ‘B’. 

Mission Objectives 

The attackers must kill the 
Imperial Governor, Elias 
An'Therosed and if they 
manage to do so they will win 
an immediate victory. 


If neither player succeeds in 
their primary objective then 
use the standard Victory 
points system. 

Historians Report 

Turn 1: 

With howls of depraved 
pleasure the Chaos Veteran 
Squad charged the Space Wolf 
Honour Guard that was led by 
Force Commander Rakhim. 
Sister Neremor, exalted 
Champion of Chaos, (half of 
Lorens’s Brothers of 
Retaliation have girl’s names 
and are actually strange, 
Chaos hermaphrodites -just 
don’t ask! - Ed) advanced in 
front of a surprised Space Wolf 
tactical pack. The rest of the 
Chaos Marine tactical squads 
moved into better firing 
positions. 


pack ‘Olaf’ and the 1st Assauli 
Squad 'Loki' assaulted the 
Chaos Space Marine veterans 
led by the terribly kinky Sistet 
Salid who were bearing down 
upon the hapless Governor. 
The rest of the Wolves moved 
themselves into better 
positions. 

The 2nd Space Wolf Tactical 
pack ‘Magnus’ blazed away 
with their Bolters on Rapid 
Fire and a single member of 
the 3rd Chaos Marine Veteran 
squad hit the deck. Desperate 
to win back a little lost dignity 
Rakhim ordered the Space 
Wolf Honour Guard to open 
lire on the 4th Chaos Space 
Marine Veteran Squad and two 
tainted Space Marines 
exploded in a shower of red 









Turn I: The Chaos Marines take the high-ground 


Turn 2: Assault Squad Loki take on the Terminators 









Turn 7: Wolf Brothers attempt 


Turn 7: The Wolf Priest, Verodan. goes 


unscathed! Sister Ajan and the 
Daughters of MaLendan 
(Chaos Terminators) joined 









Turn 8: Chaos forces prevent the Governor's escape 


about it. 
mistake i 
charged; 


lower to the spire 
; the Imperial 
r and his brave but 











Howard. John B. and Clive deep in discussion. 


■ip to Coventry to check > 


efficient and < 


LOCATION: Canley f a: 

Coventry 
TIMES: 7 00 to 10 


FEES: £1 50 per session 

GAMES PLAYED: Vfarhammer. iOK, Necromunda. Epic, 
Blood Bowl. Space Hulk and vanous ro 
playing games 

FACILITIES: «5D battle boards 

• Necromunda scenery readily available 

• Plenty of terrain available for use 

• Ample free parking 

• Painting tables 

• Storage facilities available 

ATTENDANCE: Dp to thirty members (average 15-20 per 


gaming group 


availabil 

classroc 


CONTACT: Clive Marshall (01205 
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Overwatch! 



down in a hail of bullets from 
a squad of Space Marines fr 0ni 








Clive’s Higli Elf army go 


Some of the cool Nccronuinda 


Overwatch! 


lie is not played very 
i most club members 


A Us,Epic 






Overwatch! 



best exhibit in one of the 
years at Stoneleigh, although 
sadly they do not seem so 









Games Workshop Mail Order, Willow Road, Lenton, Nottingham. NG7 2WS 
or call: 0115 -91 40 000 


START MY JOURNAL SUBSCRIPTION WITH NUMBER_ 

I WOULD ALSO LIKE THE FOLLOWING FREE DEAL : 

An Issue each of Inferno! and Warhammer Monthly (NO.s). 

Name: - 

Address: _ 

Country: _ Post Code:_ 

Telephone: _ 

I am paying by: Cheque □ Postal Order Q Visa 0 Mastercard 0 Switch Q 
Card Number: 

□□□□ □□□□ □□□□ □□□□ □□□□ 

Switch Card Issue No._ Card Expiry Date_ 

Cardholder Name _ 

Cardholder Signature _ 

Cardholder Address _ 
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'Achtung I’anzi 


Warwick starts frothing at the sight of a Challenger 






























Ian. looking a little put out hy die size of his 


Quit ir with those nega 


Oddball Kinrade 


•Geordie' Braley. Wazzit, Craig Lmve. lari and Rob Libby 


date and actually drive a 
Challenger II along with putt 
few rounds through it, we ba 
farewell to the intrepid duo, 
though not before showing t 
videos at my house which 
















|forgeXUorLd 



Forgeworld presents the 
Imperial Space Marine, a hand¬ 
crafted finely detailed resin 
model based upon the 
supreme fighting force and 
protectors of Mankind. 
Available as 143mm tall finely 
sculpted, dynamically posed 
multi part figurines. Once 
assembled, these figures are 
ideally suited for painting with 
Citadel paints for a superb 
finish. 




























The Armoured Might of the 
Imperial Guard 


Imperial Armour returns u 
range of ultra-cool, ultra-d 
ultra-specialist add-ons fa 


Remember these models are only available from the Black Library or Games Workshop-held events! • 
These are not a complete tanks: you will need the regular Basilisk kit to convert! 

These conversion kits are recommended for experienced modellers. 


(Prices include secure post and packaging to anywhere in the world [£2.00 UK, $4.00 USj.) 

Payment may be made by cheque or International Money Order only (sorry, no credit cards; sterling or US dollars 
| only). Cheques should be made payable to Games Workshop Ltd (Please allow 28 days for delivery). 




THE SALAMANDER 


CHIMERA VARIANTS 

Models designed by Tony Cottrell, rules by Warwick Kinrade 















includes advanced communication equipment. It counts as including a comm-link. This 
means that if the Salamander is in play then the Imperial Guard force can re-roll one 
reserves roll. Note: this only applies if the Salamander is already on the board, not if it is 
also in reserve. 

In addition, if your army includes a Salamander then the Imperial Guard player may re¬ 
roll the dice when checking to see if an enemy unit or obstacle is hit by a preliminary 
bombardment. Note that this ability may only be used if playing a mission that allows the 
Imperial Guard player a preliminary bombardment in the first place. 


















Imperial Armour 




























Imperial Armour 



oving unit ot Scout venicles 
escaping back to their own 
pursued by a much 
larger enemy force, or a game 
«hen the lightly equipped 


HANDY HINT... 

Although the Salamander 
variants are based on the 
Chimera tank chassis, you can 
use the Basilisk tank kit more 
easily and save the Earthshaker 
cannon for when Imperial 
Armour release the ultra cool 
Earthshaker Cannon Platform 
from their forges (right). 

Keep an eye on the Journal for 
this spectacular new kit. 









Adeptus Codis Ref: 63546/c 
Imperium Administratum File 718/d 



VANAHEIM PATTERN MK VII CHIMERA VARIANT 
SALAMANDER COMMAND VEHICLE 



VANAHEIM PATTERN Mk III CHIMERA VARIANT 
SALAMANDER SCOUT VEHICLE 



GRYPHONNE IV PATTERN MK XI LEMAN RUSS VARIANT 
CONQUEROR ASSAULT BATTLE TANK 
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BIRMINGHAM 
NATIONAL INDOOR 
ARENA 
SUNDAY 12th 
SEPTEMBER 1999 
10am-4pm 

Tickets £12.00 in 
advance only, includes a 
free programme. 

Game* Day Is Games 
Workshop's largest 
annual event. It Is 
the venue for the 
ultimate Citadel 
miniature painting 
championships and a 
host of other great 
attractions from 
the world of 
Games Workshop. 

This year we’ll be 
squeezing in even more 
great games, displays 
and demonstrations to 
make sure this is the 
best Games Workshop 
event ever! 


SPACE MARINE CAPTAIN 


SPECIAL MINIATURE AVAILABLE 
ONLY 

AT GAMES DAY ’99. 



























Warhammer World 

Sol only <1° we intend to bring the Siege of the Emperor's Palace, but we'll have our most 
npressive (and still secret!) Warhammer Fantasy display yet. And the staff from Warhammer 
vorld will be there to tell you how the displays were made. 

Eavy Metal Painters 

Pay a visit to any of our special modelling and painting areas, crewed by 
[he best Games Workshop painters. They will be on hand all day to advise you. 

Retail Stand 

iur enormous stand sells the entire range of Games Workshop products, including the very latest 
;.tmes and miniatures, and even a few pre-release surprises. 
















hat this means is that those of you that wish to advertise in thi 
ition miU need to fill in die form below and send it in to us at the 
mr details in die NEXT TWO issues of die Journal. If you require 
m mill need to submit your details again. This keeps die list up t 
< read the list each issue to find out just what is current... 


GAMING CONTACTS APPLICATION FORM 

Please add my details to the next 2 issues 
of the Citadel Journal 

Name of club: __ 

Games played at the club: ___ 


Club venue: 


Date & time of meetings: _ 

Contact name: __ 

Contact tel: _ 

Notes (admission fees, age range, etc.): 


















Gaming Contacts 
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SPECIAL RULES 

Shadow lance: This experimental weapon manages to foot 


The Brothers of Retaliation 

By Lorens Karaca 

(check out the outside back cover) 

Now that you’ve played the scenario more kinkier, androgynous members 

‘Operation Salvation’, pages 62-67, of bis army! 

Marines - although it seems that we * A . 

taw Seen spared seeing some of the ^n^tcs witb us f 


BUTCHA’S mm 















TANK SHOCK! 

By Stephen Thompson 



Titans 

be 


1 with 
:he 







The Brothers oP Retaliation 

By Lorens Karaca 

(Check out these crackin' conversions at Dok Butcha’s clinic onp93.) 























